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(57) Abstract: Methods and devices are described that allow a 
casino to dynamically service patrons. The dynamic systems and 
methods collect data related to the behavior of multiple people 
in a gaming establishment, and collect data for entertainment 
resources in the gaming establishment, such as gaming devices 
and services. The data may be flexibly used. In one embodiment, 
a person is at least partially identified in the casino. The gaming 
establishment uses a model that selects tailor offerings for a person, 
such as advertisements for services that the person may enjoy or 
games on gaming machines that the person may enjoy. The model 
selects a tailored offering for the person based on the at least partial 
identification and the data previously obtained for multiple people 
and entertainment resources. The identification, selection and 
offering may be performed in real time. In another embodiment, the 
gaming establishment uses the data to reconfigure its entertainment 
resources to better deploy its resources relative to the behavior of 
people in that specific gaming establishment. 
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CASINO PATRON TRACKING AND INFORMATION USE 

FIELD OF THE INVENTION 
[0001] The present invention relates to data collection in a gaming establishment 
5 and use of this data to better entertain patrons. 

BACKGROUND OF THE INVENTION 
[0002] To increase revenue, a casino offers a vast array of gaming machines and 
services (restaurants, shops, etc.) that patrons are likely to enjoy. The gaming 
machines are statically placed in the casino in anticipation of where people are likely 

10 to walk. Commonly, each gaming machine offers a single game that is, again, loaded 
onto the gaming machine before a person walks into the casino and nears the machine. 
[0003] Frequently, a person does not know that a casino offers certain games 
and/or services that the person is interested in. This is particularly problematic when a 
person walks through a casino and does not find - or directly walk by - a static game 

15 or service that he wants. Casinos lose money when a person leaves a casino and the 
casino missed an opportunity to entertain that person. 

SUMMARY OF THE INVENTION 
[0004] The present invention provides systems and methods that allow a casino to 
dynamically service patrons. The dynamic systems and methods collect data related to 

20 the behavior of multiple people in a gaming establishment, and collect data for 

entertainment resources in the gaming establishment, such as gaming devices and 
services. The data may be flexibly used. In one embodiment, a person is at least 
partially identified in the casino. The gaming establishment uses a model that selects 
tailor offerings for a person, such as advertisements for services that the person may 

25 enjoy or games on gaming machines that the person may enjoy. The model selects a 
tailored offering for the person based on the at least partial identification and the data 
previously obtained for multiple people and entertainment resources. The 
identification, selection and offering may be performed in real time. In another 
embodiment, the gaming establishment uses the data to reconfigure its entertainment 

30 resources to better deploy its resources relative to the behavior of people in that 
specific gaming establishment. 

[0005] In one aspect, the present invention relates to a method for providing a 
tailored offering to a person. The method includes collecting data related to the 
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behavior of multiple people in a gaming establishment, and collecting data related to 
entertainment resources for the gaming establishment. The method also includes 
building a model for selecting a tailored offering for a person. The method further 
includes at least partially identifying the person. The method includes selecting a 
5 tailored offering for the person, using: a) a model configured to select a tailored 

offering for a person, b) using the data related to the behavior of multiple people and 
c) the data for entertainment resources in the gaming establishment. The method then 
provides the tailored offering to the person. 

[0006] In another aspect, the present invention relates to a method for 

10 reconfiguring entertainment resources in the gaming establishment. The method 
includes collecting data related to the behavior of multiple people in a gaming 
establishment and collecting data related to entertainment resources for the gaming 
establishment. The method also includes building a model that relates the behavior of 
the multiple people to the entertainment resources for the gaming establishment. The 

15 method then uses the model, along with the data related to the behavior of multiple 
people and with the data for entertainment resources in the gaming establishment, to 
determine a reconfiguration for the entertainment resources in the gaming 
establishment that increases interaction between people and the entertainment 
resources in the gaming establishment. 

20 [0007] In another aspect, the present invention relates to a central processing 

system for use with a gaming establishment. The central processing system includes a 
processor and a memory. The memory is configured to store: a) data related to the 
behavior of multiple people in a gaming establishment, b) data related to 
entertainment resources for the gaming establishment, and c) a model configured to 

25 select a tailored offering for a person, when the person is at least partially identified in 
the gaming establishment, using the model along with the data related to the behavior 
of multiple people and with the data for entertainment resources in the gaming 
establishment. The central processing system also includes a communications 
interface configured to communicate with multiple entertainment resources in the 

30 gaming establishment and to send the tailored offering to an entertainment resource 
near the person and in the gaming establishment. 

[0008] In yet another aspect, the present invention relates to a computer readable 
medium that includes instructions for implemented an above-mentioned methods 
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[0009] The foregoing aspects and implementations of the invention may be 
embodied in software, in hardware or otherwise. These and other features of the 
present invention are described below with reference to the drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 
5 [0010] Figure 1 shows a method 100 of providing game offerings in a gaming 
establishment in accordance with one embodiment of the present invention. 
[0011] Figure 2 pictorially shows an illustrative overview of this personalized 
offering methodology. 

[0012] Figure 3 A shows various techniques for at least partially identifying and 
10 tracking a person in accordance with specific embodiments of the present invention. 

[0013] Figure 3B shows a player tracking system for tracking customer activity in 

a casino establishment having gaming sections and non-gaming sections. 

[0014] Figure 3C illustrates a block diagram of the components of a smart 

card that may be used in the present invention. 
15 [0015] Figure 4 shows collection of entertainment resource data in a casino in 

accordance with one embodiment of the present invention. 

[0016] Figure 5A shows a poker table that includes wireless readers in accordance 
with one embodiment of the present invention. 

[0017] Figures 5B and 5C illustrate a portable RFID token in accordance with one 

20 embodiment of the present invention. 

[0018] Figure 6 shows sample traffic patterns for two people in a casino in 
accordance with a specific embodiment of the present invention. 
[0019] Figure 7 pictorially shows a block diagram of a server connected to a 
number of local and wide area networks in accordance with one embodiment of the 

25 present invention. 

[0020] Figure 8 shows a block diagram of a number of gaming machines 
connected to a server providing associated services, such as accounting, player 
tracking and player authentication. 

[0021] Figure 9 shows a method of using data collected in a gaming establishment 
30 in accordance with a specific embodiment of the present invention. 

DETAILED DESCRIPTION OF SPECIFIC EMBODIMENTS 
[0022] Reference will now be made in detail to specific embodiments of the 
invention. Examples of the specific embodiments are illustrated in the accompanying 
drawings. While the invention will be described in conjunction with these specific 
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embodiments, it will be understood that it is not intended to limit the invention to 
such specific embodiments. On the contrary, it is intended to cover alternatives, 
modifications, and equivalents as may be included within the spirit and scope of the 
invention as defined by the appended claims. In the following description, numerous 
5 specific details are set forth in order to provide a thorough understanding of the 
present invention. The present invention may be practiced without some or all of 
these specific details. In other instances, well known process operations have not 
been described in detail in order not to unnecessarily obscure the present invention. 
[0023] Systems and methods described herein improve patron tracking and data 
10 collection for gaming and non-gaming activities. The present invention then leverages 
the collected data to a) improve the experience for one or more patrons in a gaming 
establishment, and/or b) help the gaming establishment make better decisions on how 
to deploy its resources to improve service on a macro level. 

[0024] Currently, games on gaming machines and other services in a casino do 
15 adapt in real time to the people that enter a casino. This static state of casino operation 
forces a casino to determine (and lay out), beforehand, gaming machines and 
advertisements for incoming patrons. 

[0025] On the other hand, tracking and real-time servicing as described herein 
allows a casino or other gaming establishment to dynamically tailor the provision and 

20 advertisement of entertainment resources to one or more people in a casino. For 

example, a casino traffic controller or automated central server may partially or fully 
identify a person when he enters or as he walks into or through a casino, and then 
dynamically offer games, services and other entertainment resources to the person 
based on the identification. Partial identification means the person has not been 

25 uniquely identified and may be based on commonalities between people (e.g., they are 
all part of a tour group or common convention staying at a casino/hotel) or based on 
demographics such as age and sex. In this case, previous offerings to people of the 
demographic group may be used to determine what to offer a person who has only 
been partially identified in that demographic. 

30 [0026] Many identification techniques are suitable for use herein. Facial 

recognition using cameras in a casino can identify people in real time as they enter the 
casino. Player tracking cards allow historical game play data to be collected with high 
detail. Other identification techniques are described below. 
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[0027] Tailored offerings may be made in real time. This permits a casino to 
better service a person - as the person walks through the casino - and increase 
revenue when the person ends up spending more money than would be spent 
according to static offerings. 
5 [0028] In one embodiment, a central server tracks people and entertainment 

resources (e.g., gaming machines, video displays and mobile devices) in a casino for 
the purposes of gathering data and modeling people and entertainment resources, with 
the goal being to tailor offerings and promotions that increase revenue. In a specific, 
patron identification and data collection are automatically implemented, which allows 
10 high throughput casinos to collect data on hundreds or thousands of people on a daily 
basis. 

[0029] The tracking of people and entertainment resources may employ wireless 
techniques. A mobile gaming device using a wireless communication system such as 
RFID may be used to passively track a patron's movement and activity in a casino. 

15 This may produce a traffic pattern for the person. The central server may also record 
what the person did at stop points along a journey in the casino. 
[0030] When such tracking and data collection occurs for numerous people, the 
central system accumulates a lot of precise data that is useful for helping a casino 
provide tailored offerings to a patron. This also helps a casino service numerous 

20 patrons on a macro scale by providing the casino with detailed information on usage 
patterns, which is valuable when determining how to increase the layout efficiency of 
gaming machines and other entertainment resources in the casino. Thus, on a macro 
level, patron tracking may be used to improve or optimize entertainment resources in 
a casino via an empirical understanding of patron behavior relative to the layout of 

25 entertainment resources. As a result, gaming machines, card tables and other 
entertainment resources may be moved based on the accurate data collection. 
[0031] Proximity tracking may also be implemented. In this case, a casino traffic 
controller may make real-time decisions of what tailored games and services are 
displayed or offered in a targeted location based on the identification or demographic 

30 status of one or more people in the targeted location. For example, gaming machines 
may display a game based upon information received from a server concerning the 
proximity of a high roller, or the demographic status of a patron who is within the 
proximity of a gaming machine or video screen. A small group of people may 
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similarly be identified and serviced according to their common demographic status 
and proximity to known casino entertainment resources. 

[0032] This methodology may also be used to promote other offerings and attract 
third party advertisers. For example, local shows and concerts in a city may advertise 
5 in real time within the casino to patrons of a selected demographic group - as they are 
identified in real time near video screens whose location is known to the central 
server. The casino may charge for this advertising service, which provides another 
revenue stream for the casino. 

[0033] Figure 1 shows a method 100 of providing tailored offerings in a gaming 
10 establishment in accordance with one embodiment of the present invention. Figure 2 
pictorially shows an illustrative overview of this tailored offering methodology. While 
the present invention will now be described as a method and method steps, those 
skilled in the art will recognize that the following description also may relate to 
systems, such as server based systems, of providing tailored offerings in a gaming 
15 establishment. 

[0034] Method 100 builds a model 7 for selecting a tailored offering for a person 
(102). The model may be initially purchased by a casino as software, then adapted to 
the specific resources of the casino, and then further built over time as patron data 
accumulates. As will be described further below, the model uses data related to the 

20 behavior of multiple people in a gaming establishment and uses data for entertainment 
resources in the gaming establishment to dynamically select tailored offerings for a 
person. In one embodiment, the model is provided in software and implemented by a 
central server. The server may be in the casino or remotely provided, e.g., by a gaming 
services provider such as IGT of Reno, NV. 

25 [0035] As the term is used herein, a gaming establishment refers to any business 

or organization that operates at least one gaming machine on its premises and/or offers 
gaming machine services. Example establishments that currently operate gaming 
machines on their premises include: casinos, hotels, airports, restaurants, nightclubs, 
grocery stores, gas stations and convenience stores. A gaming machine services 

30 provider may include a gaming machine manufacturer or a business that offers gaming 
machine services (such as progressive pools or other gaming services, like paper ticket 
redemption). While the remaining discussion will be made in the context of a casino, 
it is understood that the present invention is not limited to use with a casino and may 
employed by any gaming establishment or business entity. 



6 



WO 2008/067212 



PCT/US2007/085117 



[0036] Method 100 collects data related to the behavior of multiple people in a 
gaming establishment (104). The behavior data is useful in predicting what tailored 
offerings a person may like. Figures 3A-3C expand upon several techniques suitable 
for identifying and tracking a person and their behavior in a casino. A casino may use 
5 one or more data collection techniques. The behavior data generally refers to the 

actions and/or preferences of a person in the context of the entertainment resources of 
a gaming establishment. The behavior data may include data that describes where 
people move in the casino, how they spend their money, what games they play, what 
times they do so, for how long including when they enter and exit, patterns of betting, 
10 what casino service(s) that they use, commonalities between demographic groups, etc. 
In a specific embodiment described further below, the personal data may also allow a 
casino to estimate the value of a person as a customer. 

[0037] The behavior data 3 may come from a variety of sources, such as prior 
game interaction, player tracking systems, demographic sources, marketing 
15 information, combinations thereof, etc. Other sources may be used. Tracking may 
occur repeatedly over time for new and existing patrons to further accumulates data 
for the model. 

[0038] In one embodiment, behavior data includes historical game play data 
collected from gaming machines and other wagering entertainment resources such as 

20 card tables. Historical game play data may include any information associated with a 
previous game interaction, such as what games a person played in the past, when they 
played, and betting history. Gaming machines may store this information as a person 
plays; a camera on the gaming machine allows any player in front of the gaming 
machine to be identified using facial recognition techniques for example. A 

25 communications link between the gaming machine and a central server allows the 

historical game play data to be automatically and centrally stored and assigned to that 
person or that person's demographic group(s). 

[0039] Player tracking systems represent a continuous source for behavior data 
such as prior game interaction and demographic information. The player tracking 
30 systems often gather personal information when the person signs up for player 

tracking, and collect historical game play data, over time, at gaming machines that the 
person plays. These systems allow a player to be identified at a machine, track games 
played by the player, and gather any information related to game interaction. Players 
agree to have their game play tracked by a central system in exchange for perceived 
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added value in the form of rewards or other services offered by a casino. The player 
tracking systems also collect service preference data for a person. 
[0040] Marketing information obtained by businesses associated with a casino 
represents another suitable source of personal information. Such marketing 
5 information is commonly provided with tour groups, trade shows (e.g., a Science 

Fiction or computer industry convention attending a Las Vegas hotel for a few days), 
and other temporary visitors to a city or casino. In addition, gaming information may 
be obtained by a personal questionnaire. The questionnaire may be acquired via paper, 
telephone, web-based, etc. A person when signing up for a room at a casino/hotel may 
10 fill out a paper questionnaire. 

[0041] Additional suitable techniques to collect behavior data are described below 
with respect to Figures 3A-3C. 

[0042] When stored, the behavior data may be logically divided or marked. In one 
embodiment, behavior data is assembled and stored according to demographic status, 

15 interests and/or personal preferences, such as favorite movies and actors, etc. For 

example, people in demographic groups that enjoy games related to television shows 
from a past era such as the 1960s (e.g., "I Love Lucy") are often different than people 
that favor science fiction games (e.g., "Star Wars"). Partitioned or marked 
demographic data for both demographic groups may then be used to suggest either 

20 game when a person of either demographic is recognized in a casino. For example, 
age may be used to indicate a proximity to the former game, while science fiction 
interest acquired in a personal survey may be used to predict enjoyment of the latter. 
In this manner, a person signing up at a hotel for a Science Fiction convention may be 
recommended games on gaming machines that people within that demographic group 

25 played in the past. The collected data of a particular demographic group may thus be 
used to suggest a tailored offering to a new person in that demographic group. 
[0043] Method 100 then collects data for entertainment resources for the gaming 
establishment (106). The entertainment resources may include games, gaming devices, 
advertising devices, and services available to the gaming establishment. Example 

30 gaming devices found in a casino may include stationary gaming machines and 

portable or handheld gaming devices for example. Other entertainment resources may 
include: a blackjack, craps, poker or card table, a casino kiosk, a clerk validation 
terminal in a networked gaming system, a cash out station in a casino, a cash cage in a 
casino, a wireless walk around cash out station, advertising and information devices 
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that allow a casino to communicate with a patron, or a cash out station associated with 
a server or system computer, for example. Advertising devices may include video 
screens and audio output in the casino. The video screens are useful to display 
advertisements and personalized messages to people as they walk near a video screen. 
5 Stored data for each of these entertainment resources may include identification and 
enumeration, its location, and what entertainment options the device offers. 
[0044] In one embodiment, location tracking of a gaming device in a casino 
includes the use of wireless techniques. This may employ a transmitter on a gaming 
machine (or other entertainment resource) that transmits a location determination 

10 signal to server 15 (Figure 2). In this case, the server 15 includes a receiver and is 

programmed to determine a location of the gaming device using the received signal. 
As the gaming machine is relocated within casino 13, its location is monitored. The 
server 15 may generate location data regarding the gaming machine in relation to 
other entertainment resources 11 of the casino. Tailored offerings may then be made 

15 based on the location information generated by wireless signal. 

[0045] The game may include any game playable on a portable or stationary 
gaming device. Many possible games, including traditional casino games, video slot 
games, video poker, digitized mechanical slot games, video blackjack, video keno, 
video pachinko, lottery games and other games of chance as well as bonus and 

20 progressive games are suitable for use herein. The gaming industry includes a number 
of game manufacturers that each provides a suite of games. For example, International 
Game Technology (IGT) of Reno, NV offers a wide variety of entertaining and 
thematic games (over 100 games) suitable for use with the present invention. In 
general, the present invention is not limited to a specific game played on a gaming 

25 machine 2. A tailored game offering may also include a bonus game or progressive 
game if the person has shown a preference for these games in the past. 
[0046] Services in the gaming establishment may include any business or 
hospitality service. Some common casino and hotel services include: room services 
for a hotel, spa services, tickets to a local show or concert, food services such as 

30 restaurants, promotional game play, sports services, etc. Other services are suitable for 
use herein. The services also need not be run by the casino offering them, e.g., by an 
off -premises restaurant or concert. 

[0047] Referring to Figure 2, the personal data 3 and entertainment resources data 
11 is stored using a database in memory 5, at a server that is either local to a gaming 
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establishment 13 or at a remote gaming services provider 15, such as IGT. The server 
and its database 15 stores: behavior data for multiple people 3, casino entertainment 
resource data 11, the tailored offerings model 7, and/or the tailored offerings 8 for one 
or more people 4 identified in casino 13. The behavior data for multiple people 3 and 
5 casino entertainment resource data 1 1 are updated, as desired, as the server receives 
new data. 

[0048] Method 100 of Figure 1 then at least partially identifies the person in the 
gaming establishment (108). For example, as shown in Figure 2, when a person 4 
walks into casino 13 or nears a gaming machine 2, machine 2 partially or fully 

10 recognizes the person. 

[0049] Partial identification refers to identifying one or more characteristics of a 
person that the person shares with others. Partial identification may be based on 
demographics such as sex (M/F), age, country of origin, education level, annual 
income, occupation, and marital status, for example. Partial identification may also 

15 include other personal information such as attendance at a convention (e.g., a 

computer or other industry convention associated with a hotel where all attendees are 
staying) favorite sports team (e.g., a person wears a football jersey when walking 
through a casino), and a favorite game (e.g., the person walk into the casino and 
played one game for an hour), for example. Any of this information may be used to 

20 determine tailored offerings. Again, previous offerings to people of a similar 

demographic group (or people with similar interests) may be used to determine what 
to offer a person when only the person's demographic group is known. 
[0050] Full identification refers to uniquely identifying the person apart from all 
other people. Several techniques for partially and fully recognizing a person at a 

25 gaming machine are described below. For example, biometric identification is a 

proven technique to uniquely recognize a person. Facial recognition, using a camera at 
an entrance of a casino, is well suited for both partial and full recognition. 
[0051] Full identification may include access to information in a player tracking 
account or other detailed information that facilitates tailored offerings. For example, 

30 the player tracking account may include information related to hobbies and interests, 
preferred vacation destinations, education level, annual income, occupation, marital 
status, number of children, favorite game, etc. Full identification may also be done 
anonymously. For example, a person may be identified anonymously using a room 
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card or using biometric information linked to a player tracking account that does not 
name the person. 

[0052] The model then uses the data related to the behavior of multiple people in a 
gaming establishment and uses the data for entertainment offerings in the gaming 
5 establishment to select tailored offerings for a person (1 10). The tailored offerings 8 
refer to entertainment resources that a person is likely to enjoy or value. Different 
people enjoy different games, and techniques described herein tailor game offerings 
and other entertainment resources towards individuals based a) on their behavioral 
data, and b) data mining criteria established to convert behavior data into tailored 

10 offerings 8 for a set of entertainment resources in a casino. 

[0053] This selection process reduces the total number of entertainment resources 
carried by a gaming establishment to a lesser number that is more likely to interest a 
person. This avoids a patron wasting time on games and services that they are 
indifferent about, increases participation on games and services that they are likely to 

15 enjoy, and provides better service from the casino. 

[0054] The model may include data mining systems 7 and methods that filter the 
behavior data 3 and the entertainment resources 1 1 and select tailored offerings 8 for a 
person. In one embodiment, a weighted algorithm is used to automatically determine 
the tailored offerings based on the identification, behavior data and the entertainment 

20 resources 11. The weighted algorithm assigns a weight to each variable for behavior 
data in the system, according to the identification. For example, weights may vary 
from 0 to 1, and a weight of 1 applied to a Science Fiction category when the person's 
behavioral data suggests a strong interest in Science Fiction. Dozens or hundreds of 
weights and variables may be included in the model. Further description of a model 

25 suitable for use herein is described in commonly owned and co-pending patent 
application No. 11/459,245 and entitled "CUSTOMIZABLE AND PERSONAL 
GAME OFFERINGS FOR USE WITH A GAMING MACHINE", which is 
incorporated by reference in its entirety for all purposes. 

[0055] In one embodiment, an automated and computer- implemented data mining 
30 analysis 7 selects tailored offerings 8 using a) personal information and b) selection 
criteria for the personal information. The automated filter outputs tailored offerings 8 
for each person, given only a list of available entertainment resources 11 at casino 13, 
personal information (such as Science Fiction preference), and a selection criterion. 
The automated filter thus provides techniques and algorithms that mine personal and 
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behavior data for hundreds or even thousands of people 4 and provides high 
throughput production of individualized results and tailored offerings 8 for each 
person. 

[0056] Referring back to Figure 1, method 100 then provides the tailored offering 
5 to the person in the gaming establishment (1 12). In Figure 2, a teaser for a 

recommended game may be downloaded to a gaming machine 2 and displayed for a 
player 4 as they pass a gaming machine 2. Alternatively, a video advertisement for a 
tailored restaurant offering may be sent to video screen 9 when the person nears a 
video screen. For example, if the person went to a restaurant in casino 13 for 

10 breakfast, then an advertisement for the restaurant may be output to the person as they 
pass: a) a video screen 9 near their room each time they are recognized by a camera in 
the hall as they leave in the morning, b) a video screen 9 near a gaming machine they 
play, and/or c) a video screen 9 near an entrance when they re-enter the casino, etc. 
[0057] In a specific embodiment, data collection, tailored offering selection, 

15 personal identification, and individualized offerings are all automated. This requires 
little personnel management by the gaming establishment for each person 4. Casinos 
may then implement tailored offerings with minimal overhead for a large number of 
patrons using automated processes. 

[0058] In another specific embodiment, tailored offering selection is done with the 
20 assistance of a casino traffic controller - a person who monitors activity in the casino 
and helps select and provide tailored offerings. The casino traffic controller 
continuously monitors activity in a casino, and makes tailored offerings to people 
walking through in real time. 

[0059] Figure 3 A shows various techniques for at least partially identifying a 
25 person that are suitable for use with specific embodiments of the present invention. 
[0060] In one embodiment, patron identification employs biometric recognition 
302. Biometrics uses biological information to establish and verify identity of a 
person; the basic idea behind biometrics is that each person's body contains unique 
properties that can be used to distinguish the person from others. 'Biometric data' 
30 refers to data used to identify a person based on a person's physical trait or behavioral 
characteristics. 'Biometric identification' refers to the process of identifying of a 
person based on his or her biometric data. Fingerprint identification is one example of 
biometric identification, and may be implemented with an optical scanner and 
fingerprint software installed on a gaming machine. Facial recognition, retina scans, 
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hand- written signatures, voice patterns and/or palm prints are also suitable for use 
herein. Facial recognition may use a camera on a gaming machine 2, or any other 
camera in a casino, and allows identification without the user or casino operator 
performing any initiating action. Facial recognition is also well suited for both full 
5 identification (e.g., uniquely identifying a person) or partial identification (e.g., 

identifying a person as part of an age demographic group). Other forms of biometric 
authentication 302 are suitable for use herein. 

[0061] Biometric patron tracking 302 may be employed by patron tracking as 
described herein in unique ways. In a specific embodiment, it is used to authenticate a 

10 user of a mobile gaming device. This acts as a policing mechanism to prevent 
unauthorized gaming on the mobile device. A gaming machine may also have a 
"Play" button programmed to read thumb or finger prints, which provides for 
unobtrusive patron tracking. Patron tracking via facial recognition may also be 
implemented using security cameras in a casino or cameras embedded in gaming 

15 machines. This provides an unobtrusive way to identify high rollers and potential 
security risks, for example. Biometric patron tracking could also be used to track 
patrons that do not like to register for patron tracking cards. 
[0062] In another embodiment, a person carries personal identification. For 
example, a casino patron may carry a portable gaming instrument 304, which refers to 

20 any portable device used in a casino that is able to identify a person. This may include 
a paper ticket or voucher, a smart card or debit card. For example, portable instrument 
304 can be a player-tracking card or paper ticket that partially or fully identifies the 
person carrying the instrument 304. In this case, a gaming machine 2 is equipped with 
a reader that allows players to insert their portable device into gaming machine 2 to be 

25 read before or during game play. Exemplary printed credit devices include printed- 
paper tickets and printed plastic cards. Plastic cards including a magnetic strip that 
stores information are also suitable for use herein. Some casinos issue player 
identification or player tracking cards that furnish a person awards for frequent 
patronage. Before beginning play, a player presents the card to a magnetic card reader 

30 that communicates with the gaming machine. The reader detects the card, and 

software on the gaming machine or network notes the card value and person. A person 
may carry the portable gaming instrument until redemption at a gaming machine, 
cash-out station or another location in a gaming establishment that redeems portable 
credit devices. 
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[0063] In one embodiment, portable instrument 304 uses wireless technology to 
communicate with server 15 or some intermediary device such as a wireless reader on 
a gaming machine or other gaming device. In one embodiment, portable instrument 
304 uses RFK) technology. RFID systems suitable for use with the present invention 
5 are described in further detail below with respect to Figures 5 A and 5B. 

[0064] The portable gaming instrument 304 may fully or partially identify the 
person carrying the instrument 304. For example, a paper ticket may be given to each 
member of a Science Fiction convention; in this case, the personal information on the 
ticket only includes Science Fiction information for the person (and maybe other 
10 information such as a hotel for the convention). Conversely, a player tracking card 
often fully identifies the person. 

[0065] A casino traffic controller 306 may also at least partially identify the 
person. One or more cameras in the casino may be positioned to monitor locations in 
the casino. The casino traffic controller 306 watches one or more of these locations on 

15 a video screen and makes real-time decisions for offerings based on what the video 
screen displays. Thus, the video screen may display a group of young men walking 
through the casino. In response, the casino traffic controller 306 may offer 
advertisements on nearby video screens 9 according to their demographic status. 
Alternatively, the casino traffic controller 306 may recognize a high roller and offer 

20 advertisements on nearby video screens 9 according to a high-income demographic 
status. 

[0066] In one embodiment, the present invention provides a tracking system for 
tracking patrons and patron activity in a gaming establishment having gaming sections 
and non-gaming sections. In one embodiment, the robust tracking system uses player 

25 tracking cards or other portable gaming devices adapted for distribution to patrons. 
These cards include respective customer IDs that are associated with respective 
customer accounts. The system also includes a plurality of gaming activity player 
tracking units positioned in a gaming section of a casino proximate the gaming 
activity. These activity player tracking units cooperate with the player tracking cards 

30 to monitor gaming activity data of a respective customer. Non-gaming activity player 
tracking units are also positioned about the casino in its non-gaming sections, and 
cooperate with the player tracking cards to monitor the non-gaming activity data of the 
respective customer. A computer system or central server includes a database of the 
respective customer accounts associated with respective customer Ids. Each gaming 



14 



WO 2008/067212 



PCT/US2007/085117 



activity player tracking unit and each non-gaming activity player tracking unit is 
coupled to the computer system to process the respective gaming activity data and 
non-gaming activity data for each respective customer. In this case, not only is the 
gaming activity monitored, but non-gaming activity is also monitored. In addition, 
5 patron movement throughout the casino establishment is monitored which provides 
the establishment with a unique ability (Figure 6). 

[0067] In a specific embodiment, the non-gaming activity player tracking unit 
includes a wireless interface configured to detect the presence of a respective player 
tracking card in the local vicinity of the respective non-gaming section of the casino 

10 establishment. This device is configured for placement proximate the entrances and 
exits of selected, respective non-gaming sections of the casino establishment. Thus, 
the non-gaming activity player tracking unit can detect when a respective customer 
enters and/or exits a particular respective non-gaming section, such as a casino 
restaurant, a casino shop, a casino theater, a casino bar or a casino showroom. 

15 [0068] Figure 3B shows a player tracking system, generally designated 20, for 
tracking customer activity in a casino establishment having gaming sections 21 and 
non-gaming sections 22 in accordance with a specific embodiment of the present 
invention. The tracking system 20 includes a plurality of player tracking identification 
devices 304 adapted for distribution to casino patrons. These devices 304 include 

20 respective customer IDs which are associated with respective customer accounts. The 
system 20 further includes a plurality of gaming activity player tracking units 34 
positioned in a gaming section 21 of the casino establishment 13. These activity player 
tracking units 34 cooperate with the player tracking identification devices 304 to 
monitor the gaming activity data of a customer. A plurality of non-gaming activity 

25 player tracking units 39 are also positioned about the casino establishment 26 in a 

non-gaming section 22 which cooperate with the player tracking identification devices 
304 to monitor the non-gaming activity data of the customer. A central computer 
system 15, or server, of the player tracking system 20 includes a database of the 
respective customer accounts associated with respective customer Ids. Each gaming 

30 activity player tracking unit 34 and each non-gaming activity player tracking unit 39 is 
coupled to the computer system 15 to process the respective gaming activity data and 
non-gaming activity data for each respective customer. 

[0069] Tracking system 20 enables a casino to monitor both gaming activity and 
non-gaming activity. For example, the non-gaming activity player tracking units 39 
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can be adapted to monitor the entrance and/or the exit of the patron in a non-gaming 
section 22 of the casino. One form of non-gaming activity monitoring would be the 
tracking of patron movement throughout the establishment in non-gaming avenues of 
a casino such as theater, shopping and restaurants. By recording the time of entrance 
5 and exit of a patron in a particular store or restaurant, the casino can monitor and 
analyze their tendency to shop particular stores or frequent particular restaurants. 
Using the combined gaming activity data and non-gaming activity data, promotions 
and customer service programs can be more customized toward a respective customer, 
which enables a casino to better tailor advertisements and promotional awards to the 
10 customer based upon their past behaviors in the casino at both gaming and non- 
gaming activities. 

[0070] By way of example, if the non-gaming activity data revealed that a 
particular patron frequently visited one of the many casino restaurants or shops more 
than another, future promotions may advertise that restaurant for that patron to entice 
15 future patronage. Moreover, other promotions from other casino restaurants or stores 
can be directed toward that respective customer to entice patronage at those the 
customer does not frequent. 

[0071] In addition, data collected for each person in non-gaming activities may 
also be assigned to one or more demographic groups to help service other future 

20 people in each demographic group. This accumulates data for a demographic group or 
study. Casino personnel, for instance, may better estimate how long it takes for a 
patron of a particular demographic group to begin gambling after they have entered 
the property, and how much they are likely to wager. In other situations, the 
establishment could identify which restaurants, shops, etc. that a patron more 

25 frequently visits even if they use cash for purchases. This may add another level to 
focusing casino operations and marketing on maximizing patron behaviors. 
[0072] In still other applications, the player tracking system 20 may identify a 
patron through their player tracking identification device 304 as they entered a 
restaurant or shop. A host or sales consultant may then approach and greet that patron 

30 by name, offer comps or promotions to VIP's, know what products interest them, etc. 
[0073] Figure 3B shows a block diagram that illustrates the data collection side of 
the player tracking system 20 having a central player tracking/accounting server 15. 
The player tracking account server 15 is typically configured to a) store player 
tracking account information relating to a player's previous game play, b) store player 
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tracking account information relating to a player's historical frequency (e.g., the date 
and time spent) in the selected non-gaming sections of the casino. In some 
embodiments, server 15 also: c) calculates player tracking points based on a player's 
game play that may be used as basis for providing rewards to the player; and d), 
5 calculates player tracking points and promotions based on a player's frequency at the 
selected non-gaming sections. The system 20 also includes a plurality of gaming 
activity player tracking units 34 to monitor the gaming activity data received from 
their corresponding gaming activity interfaces. This gaming activity component may 
be provided by conventional player tracking technology. Further coupled to the player 
10 tracking server 15 is a plurality of non-gaming activity player tracking units 39 that 
monitor the non-gaming activity data received from corresponding non-gaming 
activity interface positioned at the corresponding sections. 

[0074] Player tracking may include a conventional gaming activity component of 
a player tracking system, such as any of those currently in widespread application. 

15 Briefly, as illustrated in Figure 3B, the block diagram of a number of gaming 

machines 2 with gaming activity player tracking units 34 is illustrated connected to 
servers providing player tracking services. For example, in casino 13, gaming 
machines 2 are connected, via a data collection unit (DCU) 37 to the computer system 
or player tracking/accounting server 15. The DCU 37, which may be connected to up 

20 to thirty-two (32) gaming activity player tracking units as part of a local network in a 
particular example, consolidates the information gathered from player tracking units 
in gaming machines 2 and forwards the information to the player tracking account 
server 15. 

[0075] Each gaming machine 2 may include a player tracking unit 34 or slot 
25 machine interface board (SMIB). In some instances, the player tracking unit 34 and 

SMIB are manufactured as separate units before installation into a gaming machine 2. 
Some player tracking units 34 include three player tracking devices: a gaming activity 
card reader; a key pad; and a display, all mounted within the player tracking unit. 
These player tracking devices are used to input player tracking information that is 
30 needed to implement the player tracking program. The player tracking unit 34 may 
include a wireless Input/Output Interface as well. The gaming activity component of 
player tracking system 20 may be mounted in many different arrangements depending 
upon design constraints such as accessibility to the player, packaging constraints of a 
gaming machine and a configuration of a gaming machine. For instance, the player 
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tracking devices may be mounted flush with a vertical surface in an upright gaming 
machine and may be mounted flush or at a slight angle upward with a horizontal in a 
flat top gaming machine. 

[0076] The gaming activity player tracking unit 34 communicates with the player 
5 tracking server via the SMIB, a main communication board for the gaming machine 
and the DCU 37. The SMIB allows the player tracking unit 34 to gather information 
from the gaming machine 2 such as an amount a player has wagered during a game 
play session. 

[0077] In one specific embodiment, by way of example, when a game player 

10 desires to play a game on a gaming machine and use the gaming activity component of 
player tracking system 20 available through the player tracking unit, a game player 
inserts their issued player tracking identification device 304, such as a magnetic 
striped card, into a card reader on the gaming machine. One common approach for 
providing identification information is to issue a magnetic-striped card storing the 

15 necessary identification information for each player. The issued player tracking 

identification device 304 may alternatively include wireless interfaces such as Radio 
Frequency (RF) enabled smart cards and/or wireless Personal Digital Assistants 
(PDA) which enable wireless communication with the player tracking server. 
Accordingly, wireless communication may be provided for both the gaming activity 

20 player tracking unit 34 and the non-gaming player tracking unit 39. 

[0078] After the magnetic striped or smart card has been so inserted, the gaming 
activity player tracking unit 34 detects this event and receives certain identification 
information contained on the card. For example, a player's name, address, social 
security number and player tracking account number encoded on the magnetic striped 

25 card, may be received by the player tracking unit 34. 

[0079] Details of player tracking units with peripheral devices operated by a 
master gaming controller are described in co-pending U.S. patent application No. 
09/838,033, filed 4/19/01, by Criss-Puskiewicz, et al, titled "Universal Player 
Tracking System," which is incorporated herein in its entirety and for all purposes and 

30 co-pending U.S. patent application No. 09/642,192, filed 8/18/00, by LeMay, et al, 
titled "Gaming Machine Virtual Player Tracking Services," which is incorporated 
herein in its entirety and for all purposes. Moreover, details of player tracking systems 
with wireless player tracking identification devices are described in co-pending U.S. 
patent application No. : 09/921,489, filed 8/3/01, by Hedrick, et al, titled "Player 
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Tracking Communication Mechanisms in a Gaming Machine" which is incorporated 
herein in its entirety and for all purposes 

[0080] In one embodiment, the non-gaming player tracking unit 39 (Figure 3B) 
uses wireless communication to monitor patron movement throughout the non-gaming 
5 sections 22 of a casino without inconveniencing the patron. Thus, the non-gaming 
activity player tracking unit 39 of the tracking system includes a wireless interface 
configured to locally communicate with the respective wireless identification device 
304 issued to that customer. In this manner, movement of the patron can be detected 
and tracked in the selected non-gaming sections of the casino establishment without 
10 requiring a manual input device in that section. By placing the wireless interfaces at 
or in the vicinity of the entrances and exits of the selected non-gaming section, the 
entry into and exit, as well as the time of entry and exit from that non-gaming section 
can be detected and monitored. 

[0081] The wireless interface may be applied to detect or communicate with the 
15 identification device 304 carried by the player. These wireless identification devices 
304 may be provided by a Radio Frequency (RF) enabled smart card, which has a 
footprint about the size of a player tracking card, a portable game token carried by the 
person (see Figure 5B) or a portable wireless device, such as a Personal Digital 
Assistant (PDA) carried by the player. Accordingly, when a patron is in a non-gaming 
20 section 22 of the casino, the respective wireless interface may automatically detect the 
player tracking identification device 304 carried by the player (or they may 
automatically detect each other) to establish communications allowing presence 
detection and/or allowing gaming information to be transferred between the wireless 
devices. 

25 [0082] By way of example, the wireless interface may use a wireless 

communication standard such as BluetoothTM to communicate with portable wireless 
devices using the same standard. It will be appreciated, however, that other wireless 
communication protocols such as IEEE 802.11a, IEEE 802.11b, IEEE 802. llx (e.g. 
other IEE802.11 standards), hiperlan/2, and HomeRF may also be used. Bluetooth 

30 devices communicate on a frequency of 2.45 Gigahertz. Typically, Bluetooth devices 
send out signals in the range of 1 milliwatt; the signal strength often limits the range 
of the devices to about 10 meters but also limits potential interference sources. 
Interference is also limited by using spread- spectrum frequency hopping. For 
instance, a device may use seventy-nine (79) or more randomly chosen frequencies 
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within a designated range that change on a regular basis up to 1,600 times a second. 
Thus, even if interference occurs, it is likely only to occur for a short period of time. 
[0083] When Bluetooth-capable devices come within range of one another, an 
electronic conversation commences to determine whether they have data share or 
5 whether one needs to control the other. The connection process is performed 

automatically. Once a conversation between the devices has occurred, the devices 
form a network. Bluetooth systems create a Personal- Area Networks (PAN) or 
"piconets". While the two or more devices in a piconet remain in range of one 
another, the distances between the communications devices may vary as the wireless 
10 devices are moved about. Once a piconet is established, the members of the piconet 
randomly hop frequencies so they remain in touch with another and avoid other 
piconets that may be operating in proximity to the established piconet. When 
Bluetooth is applied in a casino environment, many such piconets may be operating 
simultaneously. 

15 [0084] The wireless interfaces, therefore, should only be capable of local detection 
of the player tracking identification devices 304 so that the wireless player tracking 
units at adjacent non-gaming sections, or even the same section, will not improperly 
detect the presence of the patron. Such localized detection should be within the range 
of about 0.0 feet to about 10.0 feet, or in the range of about 3.0 feet, of the entrances 

20 into selected restaurants, shops, bars, nightclubs, theaters or any other strategic 
locations throughout the casino establishment 13. 

[0085] There are several conventional types of wireless technologies which may 
be applied for wireless identification devices. For example, these include the Radio 
Frequency Identification (RFID) Systems such as the Ti-FRID systems provided by 
25 Texas Instruments Incorporated of Dallas, TX, and the contactless smart cards by 
Fargo Electronics, Inc. of Eden Prairie, MN. 

[0086] One suitable technology is a Radio Frequency (RF) enabled smart card 
which can be applied in both the gaming activity tracking unit 34, and the non-gaming 
tracking unit 39. For instance, Figure 3C illustrates a block diagram of the 
30 components of a smart card 50 that may be used in the present invention. The RF 

enabled smart card may be designed for wired or wireless use with a gaming machine, 
gaming peripheral, gaming terminal or some other gaming device, or use with the 
wireless interface of the tracking unit 39 situated in the non-gaming section 22 of the 
casino. The smart card 50 may have the same footprint as a magnetic striped card and 



20 



WO 2008/067212 



PCT/US2007/085117 



may include a wired input/output interface 51, a wireless input/output interface 52, a 
processor 53, memory 55 and a battery 56 incorporated in some manner on a card 
substrate 57. 

[0087] The battery 56 is used to supply power to operate the devices on the smart 
5 card 50. In some embodiments, when it is inserted into a smart card reader of some 
type, power may also be supplied to the card by the smart card reader. The processor 
53 may be a general purpose microprocessor or a custom microcontroller 
incorporating gaming specific firmware. The memory 55 may be flash memory. The 
wired Input/output interface 51 may be an I/O EEPROM or the like that allows the 

10 smart card 50 to communicate with a smart card reader. Further, the I/O interface 51 
may include one or more communication protocols that allow the smart card 50 to 
communicate directly with a gaming machine, gaming peripheral, gaming terminal or 
some other gaming device designed to communicate with the smart card. Some 
communication protocols may be stored in the memory 55 of the smart card 50. The 

15 communication protocols stored in the memory 55 may be added or deleted from the 
smart card 50 as needed. 

[0088] In accordance with the present invention, the wireless smart card readers 
of non-gaming activity player tracking units 39 may be provided by strategic 
positioning around the casino to track and monitor movement of patrons. In particular, 

20 for casino non-gaming sections 22 such as restaurants, shops, theaters, bars or 

showrooms, the wireless smart card readers are positioned proximate the entrances 
and/or exits into and out of the respective sections. Similar to department store 
security devices, these localized radio receivers may include two cooperating detector 
devices adapted for placement on opposed sides of each entrance/exit. When a patron 

25 carrying an RF enabled smart cards passes between the opposed detectors, their 
entrance/exit from the non-gaming section can be automatically detected and 
recorded. 

[0089] The functions of the smart card, described above, may be performed by 
other wireless gaming devices. For instance, a player may carry a personal digital 
30 assistant (PDA) that executes gaming applications, and may communicate with the 
non-gaming activity player tracking unit 39 or gaming activity player tracking unit at 
the gaming machine via a wireless communication interface. One example of a PDA 
that may be adapted for use with the present invention is the Palm VII from Palm, 
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Inc., Santa Clara, California. Other suitable ireless RFID devices are described in 
further detail with respect to Figures 5A-5C. 

[0090] The present invention also tracks entertainment resources in a casino. 
Figure 4 shows collection of entertainment resource data in a casino in accordance 
5 with one embodiment of the present invention. 

[0091] Entertainment resources tracked in this manner may include: gaming 
devices such as gaming machines, tables such as poker tables, craps tables and 
blackjack tables, video screens, cameras, dynamic displays showing advertising and 
push promotional offerings, group gaming offerings, etc 

10 [0092] Data tracked for each entertainment resource may include details of what it 
is (e.g., blackjack card table, gaming machine, game name currently on the gaming 
machine, etc.), current location, date moved to its current location, data associated 
with the gaming activity at present location and historical data from previous 
locations, games offered on current machine historically and at present location, 

15 number of times a new game was downloaded to gaming machine at present location 
and historical locations, etc. Data tracked for each gaming machine may also include 
model, hardware options, and game option, for example. 

[0093] Communication between server 15 and gaming machines 2, video screens 
9 and mobile gaming devices 312 may use any suitable communications technology 

20 and protocol. LANs and WANs are well suited for gaming machines, for example. 
[0094] In a specific embodiment, gaming machines 2 and video screens 9 use a 
wireless technology when communicating with server 15. Wireless entertainment 
resource tracking may be implemented in both traditional gaming machines 2 and 
mobile gaming devices 312. The location of these devices can be tracked and the 

25 information stored in a central database associated with server 15. Several wireless 
technologies are suitable for use herein. 802.11 is one suitable wireless protocol and 
technology that offers commercially available equipment. GPS technology may also 
be used to track mobile gaming devices beyond the limits of a casino property. This 
allows a casino to track devices 312 and/or patrons 4 to determine where they are 

30 going while not utilizing the offerings in a particular casino. This may also be stored 
as behavior data 3. 

[0095] The present invention is well suited to collect data from people (Figure 
3A) entertainment resources (Figure 4) using RFID technology. Figure 5A shows a 
poker table 25 that includes RFID readers in accordance with one embodiment of the 
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present invention. Poker table 25 includes a playing surface 23, a set of RFID readers 
24, and a dealer station 27. Poker table 25 includes twelve seats 29, lettered A-L, 
disposed around the perimeter of table 25. Each seat 29 is intended to sit a person that 
wants to play poker at table 25. Table 25 may include a different numbers of seats, 
5 such as six, eight or ten. 

[0096] In one embodiment, each person carries an RFID device, associated with 
their identity, that a reader 24 can detect. For example, a player-tracking card 304 
associated with a person may include an RFID tag. Alternatively, portable gaming 
tokens 35 carried by the players may have RFID tags included therein and each 

10 associated with a patron 4. Externally, the tokens resemble coins, but include RFID 
tag technology internal to the outer body. In this case, a central server assigns token 
ownership to a person by: a) appointing a unique ID number to each token 35, and b) 
allocating identification information that correlates the identification number and a 
current owner. Token tracking software may then monitor ownership of each token on 

15 the table, and which tokens 5 each person sitting at a seat owns using the ID number 
for each token. The tokens also provide a means to track a person through a casino 
property using any RFID readers in the property. 

[0097] Table 25 includes multiple RFID readers 24. Each RFID reader 24 is 
embedded below surface 23 (hence the dotted lines in Figure 5A) and monitors the 

20 presence of RFID devices carried by people 4 within a local area determined by its 
interrogation range. For example, a centrally disposed RFID reader 24 for the table, 
designated R ta bie ? detects and monitors the presence of RFID devices carried by people 
4 in the vicinity of the table. Each seat 29 may also includes its own RFID reader 24, 
designated R A -l, that detects and monitors the presence of an RFID device carried by 

25 people 4 for each seat A-L, respectively. Other RFID reader configurations are 
suitable for use herein. 

[0098] Figures 5B and 5C illustrate an RFID token 35 in accordance with one 
embodiment of the present invention. Figure 5B shows a side view of token 35, while 
Figure 5C shows a top cross section of token 35 taken through plane A-A of Figure 
30 5B. 

[0099] Token 35 includes a body 65, an identification (ID) tag 66, a memory 
component 68, and one or more communications components. In this instance, the 
communications components include rectifier 62, a modulator 64, and an antenna 69. 
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[00100] Body 65 includes a rigid material, such as a durable and substantially rigid 
plastic, that is externally shaped to resemble a coin. The internal RFID components 
are embedded within a central portion 65a of body 65. 

[00101] Functionally, a wireless probe of token 35 identifies the portable RFK) 
5 device relative to other portable RFID devices near it. This may occur using any 

suitable identification technique, such as a unique frequency response from the token 
or logical enumeration and identification, for example. In a specific embodiment, 
when probed, token 35 replies with a unique identifier, ID number, or other numeric 
representation assigned to token 35. The identifier distinctively enumerates each token 

10 35. This allows each token 35 to be distinguished from other tokens 35 - as would be 
encountered when numerous tokens 35 are in a reading range of reader 24 on poker 
table 25. The unique identifier also provides a means of automatically logging and 
updating data entry corresponding to the status of each token 25, such as when 
ownership changes between players at a poker table or when the token is inserted into 

15 a gaming machine. In one embodiment, portable RFID device 35 automatically returns 
an identification signal when probed by token reader 24. 

[00102] Portable RFID device 35 includes a wireless communication system. For 
the embodiment shown in Figure 5C, antenna 69 and modulator 64 serve as a wireless 
transponder. A transponder functions to receive and transmit wireless signals. The 

20 transponder on token 35 receives a wireless signal from token reader 24, and in some 
embodiments, that signal includes sufficient power to allow transmission of the 
token's identifier and authentication information back to reader 24. In a specific 
embodiment, the transponder includes an amplifier for increasing the strength of a 
received incident signal (from the reader 24 or other actuating device), a modulator 64 

25 for modifying that signal with information provided to the transponder, and an 

antenna 69 or antennas for receiving and transmitting a wireless signal. Modulator 64 
is that part of a transponder that impresses information on a transmitted signal. In 
some embodiments, the interrogation and energizing signals are separate entities. In 
other embodiments, they are provided by the same means for simplification purposes, 

30 or may include an amplifier to facilitate signal transmission. Other transponder 

designs are appropriate for use with authenticating tokens 5 of the present invention. 
[00103] In one embodiment, reader 24 provides power to token 35. The power may 
be transmitted by RF waves, for example. Rectifier 62 rectifies the incoming signal, 
thereby providing sufficient DC voltage to operate any digital circuitry in token 35. 
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[00104] The transponder is operationally coupled to identification 66 in a manner 
giving it access to the identification 66 during probing by token reader 24. Various 
types of identifier tags 66 may be used with token 35. Examples of suitable ID tags 66 
include microchips storing an ID code (e.g., an EPROM), magnetic recording devices, 
5 and the like. 

[00105] Memory 68 stores information for token 35, such as an identification for 
who currently carries the token. Memory 68 may also include other information, not 
limited to: information relevant to a gaming property (e.g., casino name or identifying 
number); use of the token (such as its ownership history); or any other information 
10 pertinent to gaming interaction or token 35 usage. Memory 68 may include a digital 
(e.g., an EPROM) or other form of memory. In another embodiment, token 35 does 
not include a separate identification 66 and memory 68, and the two are combined into 
a single memory 68 or identification 66. 

[00106] Wireless ID tags are commercially known and there exists numerous 

15 manufacturers that currently offer a suitable selection of RFID tags. These tags may be 
either passive (receive energy via a rectified incident signal) or active (include their 
own power source). Major manufacturers include Texas Instruments of Dallas, Texas, 
Micron Communications of Boise, Idaho, Motorola of San Jose, California, and 
Gemplus International S.A. of Montgomeryville, Pennsylvania. Each manufacturer 

20 provides several models suitable for use herein. 

[00107] Portable RFID devices 35 and reader 24 use wireless communication that 
takes place via electromagnetic radiation of one or more appropriate frequencies. 
Generally, however, token reader 24 and token 35 may be designed to allow any 
suitable probe signal or carrier (not just RF or other electromagnetic radiation). The 

25 carrier should allow token 35 to be probed from a substantial distance and over a wide 
area. It may also power the transmission of data from token 35 to reader 24. The 
carrier should also provide sufficient bandwidth to transfer the desired information in 
a timely manner. Additionally, the modulated carrier may also be sufficiently unique, 
in terms of frequency or time synchronization, or coding, such that it is 

30 distinguishable from the signal provided by nearby tokens 35. Generally, the carrier 
may be a wave or field or other intangible effector that acts over a distance through 
one or more medium (air, fluid, solid, etc.) between reader 24 and a token 35. 
Examples of suitable carriers include RF radiation, microwave radiation, and infrared 
radiation, electric fields, magnetic fields, and the like. If the system employs RF 
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radiation, the frequency may range between 125 kHz and 5800 MHz and may be 
provided at a power of between about 7 and 2 Watts, respectively (as specified by the 
IEEE). In a specific embodiment, reader 4 may operate at an approved frequency at or 
near that used for an available RFID device; e.g., near 125 kHz in one case and about 
5 13 MHz in another case. Microwave radiation provides another suitable carrier. 

Generally, microwave provides the same functionality as RF radiation, but at larger 
read ranges. In addition, any approved or regulated band such as the ISM bands at 945 
MHz, 5.8 GHz and 2.45 GHz may be used. Reader 4 may also employ a multi-band or 
multi-frequency source having one frequency to supply power and a second frequency 
10 for interrogation, for example. 

[00108] In operation, each token reader 24 probes tokens 35 in its read range. 
Reader 24 provides a wireless probe signal that triggers token 35 to respond with its 
identity and authentication information. 

[00109] When probed by reader 24, token 35 replies with its ID code (from 
15 identification tag 66 or memory component 68) and optionally any ownership data 

contained in memory component 68. In a specific embodiment, the signal provided by 
reader 24 also provides the energy for token 35 to reply. 

[00110] Reader 24 then detects the token 35 reply, and a processor local to the 
reader 24 converts that reply to signal suitable for transmission a computer system or 
20 server. The ID code provides a means for the server to automatically log data 
corresponding to individual portable RFID devices 35. 

[00111] Reader 24 is configured to interrogate multiple tokens 35 simultaneously. 
This allows the reader to interrogate a large number of tokens 35 at table 25. Some 
identifier tag/interrogation systems are designed to be polled one at a time (serially), 

25 while other interrogators are able to poll multiple tokens 35 simultaneously. 

Communications strategies typically make use of anti-collision and arbitration 
procedures that control the time when a tag responds to a probe. In a specific 
embodiment, each reader 4 includes its own processor, control logic, transceiver and 
interrogator antenna adapted to interrogate multiple tokens 35 simultaneously. 

30 [00112] Reader 24 provides a probing signal (and optionally power) to a token 35. 
In a specific embodiment, each reader 24 provides: sufficient radiated power to 
energize each token 35 at a desired read rate, sufficient bandwidth to interrogate 
numerous tokens 35 in a reasonable amount of time, sufficient sensitivity to accurately 
obtain a response from each token, processing or interrogation means to discriminate 
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between nearby tokens 35 in its reading range, and a suitable interface to a computer 
or server to access a token 35 database. Reader 24 can accomplish the first task by 
transmitting an electromagnetic signal in the form of continuous wave, spread- 
spectrum waveform, impulse, or coded waveform to energize the tag. 
5 [00113] A passive token 35 may rectify an incident RF signal coming from reader 
24 to provide DC power for internal token processing. In one embodiment, once 
activated, token 35 modulates the incident carrier with its ID code and provides a 
modulated backscatter signal. The response signal may be at a frequency different 
from that of the incident signal. Reader 24 detects this modulated backscattered signal 
10 and translates the identification number and authentication data for the token into a 
suitable format for communication with a server 15. 

[00114] Although not shown, the present invention is suitable for other types of 
tables used in a gaming property. These include: blackjack tables, craps tables, 
baccarat tables, roulette tables, poker tables, for example. 

15 [00115] Reader 24 is not limited to use at a table. A reader 24 may also be installed 
in a gaming machine to allow token 35 usage and player authentication at a gaming 
machine. Alternatively, reader 24 may be located at one or more kiosks in the casino, 
or an entry/exit doors to automatically poll portable gaming devices 35 entering and 
leaving the property or a service in the casino. In another embodiment, reader 24 is 

20 non-stationary and portable, by casino personnel for example. 

[00116] In addition, although portable RFID devices have been described with 
respect to portable tokens that resemble coins, tracking systems included herein may 
use other portable RFID devices. Suitable portable RFID devices include: cards, 
PDA's, cellular phones, mobile gaming devices, mobile kiosk Devices, and bluetooth 

25 headset devices, for example. In each case, the portable RFID device includes RFID 
technology configured to communicate with an RFID reader. Other portable RFID 
devices are also suitable for use herein. 

[00117] An RFID tracking system enables data to be transmitted by portable 
instruments 304 passively to enable patron tracking without requiring a patron to do 
30 anything - and anywhere where readers are installed. For example, location of a 

patron may be detected each time a person approaches a reader 24. Since readers may 
be installed at each gaming device in a casino (gaming machine, card table, etc.), at 
each entry or exit, in hallways of the hotel near rooms, and at service such as 
restaurants and shops, the person may be tracked - in real-time - as they move through 



27 



WO 2008/067212 



PCT/US2007/085117 



a casino property from the time they enter to the time they leave. This data collection 
need not be acted upon immediately, and may just be stored to increase the pool of 
collected information. 

[00118] In one embodiment, patron movement is stored as a traffic pattern for that 
5 person. Figure 6 shows sample traffic patterns 80a and 80b for two people 4a and 4b, 
respectively, in a casino 13 in accordance with a specific embodiment of the present 
invention. 

[00119] As the term is used herein, a traffic pattern refers to the route(s) a person 
takes in a casino property. In this case, person 4a entered the casino through external 

10 doors 84, played a game at three different gaming machines 2, had lunch at restaurant 
86, and then left casino 13 through doors 84. A person may make multiple routes in a 
casino. For example, when the person stays in a hotel with the casino, a route may be 
designated as each time the person enters the casino floor, each time they leave their 
room, or each time they enter the casino grounds. Person 4b began route 80b from a 

15 hotel room 83 in the casino, took an elevator 85 down to the casino floor, and then 

proceeded to a blackjack table 25, then to kiosk 205, then to a poker table 25, and then 
out an external casino door. 

[00120] The traffic pattern may also log activities taken by the patron at one or 
more destinations. Activities are shown in Figure 6 as dots 88 along each traffic 

20 pattern 80. Data may be logged from each activity. For example, if the person played 
a game on a gaming machine, then all data from the gaming machine interaction may 
be logged, such as duration of play, what games were played, wager amounts, etc. 
[00121] All the data from each traffic pattern 80 is then sent to a central server. In 
one embodiment, the server stores data for that person if their identity is known. The 

25 traffic pattern may also be associated with demographic information for that person, if 
known. 

[00122] Casino 13 includes numerous RFID readers 24 disposed throughout the 
property. When an RFID tag passes through the electromagnetic zone of a reader 24 in 
casino 13, the tag detects the reader's activation signal. The reader decodes the data 
30 encoded in the tag and the data is passed to the server. 

[00123] RFID devices 304 allow each person 4 to be tracked throughout the casino. 
By using RFID devices, casino management knows the identity of a patron at a 
gaming machine even if the patron did not insert a card. 
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[00124] Again, the present invention may use other portable devices with RFID 
tags to track patron activities. For example, if the casino has a retail shop, then each 
retail item may be tagged with an RFID device. When purchased by a user, data 
transmitted by a retail item tag may include: identification or location information, 
5 and/or specifics about the product tagged, such as price, color, date of purchase, etc. 
[00125] Automated video surveillance and storage of patron behavior data are also 
suitable for use herein. In this case, one or more cameras are installed in casino and 
used to view and record patron behavior-related activities in a casino. This is 
accomplished by providing a network of cameras, one or more servers, and at least 

10 one storage medium for storing video clips and other patron behavior data. Video 

clips can then be captured, recorded, and automatically associated with patrons based 
on biometric identification, and optionally associated with one or more patron 
behavior data identifiers that characterize patron behavior. For example, the patron 
behavior data identifiers may include: playing a game, entering a restaurant, sitting at 

15 a card table and playing a card game, what times these activities occur, their duration, 
etc. 

[00126] Passive monitoring and wireless tracking of patrons enables a casino to 
analyze movement and behaviors at a level not possible in today's casino. A patron 
can be tracked from the time they walk through the door of a casino until the time they 
20 leave. The behavior data 3 then includes where a patron went in a casino property and 
how much time they spent in each location. 

[00127] Over time, patron tracking of multiple people permits a casino to better 
understand behaviors and habits of their patrons. This allows the casino to configure 
the property to guide patron experience and increase revenue. Such macro-casino 

25 actions resulting from improved information collection as described herein. 

[00128] The tailored offerings process may be centralized in a game server. In one 
embodiment, the server is located on a casino property and run by one or more casino 
operators. In one embodiment, the server is located remotely from the casino property 
and run by a gaming service provider, such as IGT of Reno, NV. 

30 [00129] Figure 7 shows a block diagram of a data collection and tailored offerings 
server 300 connected to a gaming machine 2, kiosk 305 and room access 313 in 
accordance with another embodiment of the present invention. 
[00130] A player may provide behavioral data and identify himself on gaming 
machine 2 by entering information into gaming machine 2 using an input interface of 
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some type. The input interface may be a card reader 320, a video touch screen 318, 
selection inputs 326, a key pad, button pad, a mouse, a track ball, a touch pad, a joy 
stick, a wireless interface, a biometric input device and combinations thereof. The 
biometric input device may include a finger print reader, a retina scanner, a camera 
5 and a microphone. 

[00131] The retrieval of tailored offerings by gaming machine 2 may be influenced 
by one or more player inputs. The player inputs may be received by the gaming 
machine 2 using one or more input devices including but not limited to a video touch 
screen 318, a button panel 326, a track ball, a mouse, a microphone, a card reader, a 
10 joy stick, a touch pad, a wireless interface, a key pad and combinations thereof. For 
example, in some embodiments, the gaming machine may ask a player for a 
confirmation input before the gaming machine reconfigures itself according to tailored 
offerings such as a new game provided by server 300. 

[00132] In other embodiments, the gaming machine 2 automatically reconfigures 
15 itself, using the configuration manager 355, according to recommended games and 

other tailored offerings stored for the player without confirmation input by the player. 
[00133] Gaming machine 2 also includes a processing and communication system 
that includes processor 340, communication interface 342, and memory 344. 
[00134] In one embodiment, processor 340 represents the main processor or a 
20 component control processor for gaming machine 2. When acting under the control of 
appropriate software or firmware, processor (or CPU, or logic device) 340 implements 
game play and data collection as described herein. CPU 340 may include one or more 
processors such as a processor from the Motorola family of microprocessors or the 
MIPS family of microprocessors. In an alternative embodiment, processor 340 is 
25 specially designed hardware for controlling the operations of a gaming machine. In 

one embodiment, one of memories 344 (such as non- volatile RAM and/or ROM) also 
forms part of CPU 340. However, there are many different ways in which memory 
could be coupled to the processing system. 

[00135] Communication interfaces 342 control the sending and receiving of data to 
30 and from gaming machine 2. Suitable hardware interfaces and their respective 

protocols may include USB interfaces, Ethernet interfaces, cable interfaces, wireless 
interfaces, dial up interfaces, and the like. 

[00136] Memory 344 stores instructions and software for implementing methods 
and techniques as described herein, and may include any suitable memory source. 
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Such memory components are available from a wide variety of vendors. Because such 
information and program instructions may be employed to implement the 
systems/methods described herein, the present invention relates to machine-readable 
media that include program instructions, state information, etc. for performing various 
5 operations described herein. Examples of machine-readable media include, but are not 
limited to, magnetic media such as hard disks, floppy disks, and magnetic tape; optical 
media such as CD-ROM disks; magneto-optical media such as floptical disks; and 
hardware devices that are specially configured to store and perform program 
instructions, such as read-only memory devices (ROM) and random access memory 
10 (RAM). The invention may also be embodied in a carrier wave traveling over an 

appropriate medium such as airwaves, optical lines, electric lines, etc. Examples of 
program instructions include both machine code, such as produced by a compiler, and 
files containing higher- level code that may be executed by the computer using an 
interpreter. 

15 [00137] When gaming machine 2 retrieves tailored offerings and other instructions 
from server 300, a master gaming controller (such as processor 340) that controls one 
or more games played on the gaming machine 2 sends a request to the remote server 
300 using a communication interface within the gaming machine (not shown) 
connected to local area network 308. The request for tailored offerings and preference 

20 account information may be encapsulated in one or more messages of some type. The 
gaming machine 2 may also send messages to server 300 that include information to 
be stored in server 300 or include commands for server 300 to execute. 
[00138] Server 300 may receive the one or more messages via a communication 
interface 303 connected through a firewall 301. The messages may be received from a 

25 gaming machine, such as 2, a kiosk, such as 305 or a room access interface, such as 

313. A logic device 302 within server 300 is designed or configured to execute one or 
more software applications that select games based on the receipt of behavioral data 
and/or to send tailored offerings. A memory 309 stores one or more of: a list of 
available entertainment resources (e.g., to a casino where gaming machine 2 is 

30 located), tailored offering selection software, tailored offering data for one or more 
people or demographic groups, etc. Memory 309 may include a hard drive or some 
other appropriate storage medium. Communication interface 303 connects to one or 
more local area networks, such as 308 or 325, and a wide area network 352 such as 
the Internet. 
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[00139] While not shown, server 300 may also include communication with other 
systems including: hotel operation, POS systems, retail and beverage outlets, and 
other systems that may be unique to a casino or other gaming enterprise. 
[00140] In memory 309, server 300 stores behavior data 3, entertainment resources 
5 data 1 1 . The behavior data 3 may include real-time movement data, behavior patterns 
demographic knowledge, etc. The entertainment resources data 11 may include 
gaming data, non-gaming data, etc. 

[00141] In one embodiment, server 300 implements a model that automatically 
selects tailored offerings. The model may include data mining systems and methods 

10 that filter the behavior data 3 and entertainment resources data 1 1 and select tailored 
offerings for a person. Different people enjoy different offerings, and the automatic 
process, e.g., as implemented in software, selects offerings for an individual based a) 
on partial or full identification, and b) data mining criteria established to convert 
behavior data 3 and entertainment resources data 11 into tailored offerings. This 

15 filtering process reduces a total number of entertainment resources offered by a 
gaming establishment to a lesser number that is likely to interest a person. 
[00142] The present invention contemplates a wide range of suitable selection 
criteria for filtering entertainment resources. In one embodiment, the tailored offering 
process applies a weight for each personal criterion associated with the behavioral 

20 data that affects how relevant the criterion is relative to the other information. For 
example, a weighting function that includes weights based on a personal survey or 
prior game play permits control of selection criteria by adjusting the weights (e.g., 
from 0 to 1 or from 0 to 100), e.g., as the person plays a game more, a weight for that 
specific game and/or a weight for its genre increases. The weight also permit a system 

25 designer to choose what personal information is used in the selection process (giving 
weights of '0' or low weight devalues its corresponding personal information), and 
what value it is given relative to other personal information. Other techniques for 
selecting games using personal game selection information are contemplated. 
[00143] In one embodiment, the data mining and game selection process is 

30 configurable. First, a system designer may determine which personal game selection 
information is used. Second, the system designer also determines the relative weight 
or value of each bit of personal information. When the personal information and/or 
criterion weights are altered, the selection process usually produces a different tailored 
offerings for a person. This permits a casino traffic controller to sculpt the tailored 
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offering selection process. Casinos and other gaming establishments 13 value their 
own expertise in patronage. Configurability in the selection process permits a casino 
to control and tailor offerings to its patrons, to promote various games or improve 
service according to their own standards and values of customer patronage. In general, 
5 configurability allows any system designer or gaming establishment to controllably 
mine tailored offerings for each person 4 and each gaming establishment. 
[00144] As time passes, a designer may change the data mining criteria and/or 
weights. Again, this usually produces different tailored offerings. For example, a 
casino or other gaming establishment may alter tailored offerings over time by 

10 manipulating the criteria. This allows the casino to select new sets of games for an 
individual, or encourage certain games for business purposes (e.g., a new game they 
are promoting). The behavioral data 3 may also be updated for a person (as they play 
more games and more information is recorded) or a demographic that the person 
belongs to, which may also produce new tailored offerings for that person, given the 

15 same selection criteria. 

[00145] As a result of the tailored offerings, such as a list of recommended games, 
a player might discover a new favorite game that they previously did not know about, 
play the game a lot, play more often in the responsible casino 13, and have a generally 
more pleasant experience with casino gaming and that casino 13. On a mass consumer 

20 scale, offering tailored offerings may also increase player enjoyment and participation, 
increase player exposure to different games and entertainment services, and speed 
adoption of new games and entertainment services. 

[00146] Although the present invention has been described with respect to a 
weighted algorithm for selecting tailored offerings, it is contemplated that other 

25 selection software is suitable for use for selecting tailored offerings. For example, a 
database 335 stored in memory 309, such as a relational database, may be configured 
to produce tailored offerings using stored logic, behavioral data 3 and entertainment 
resources data 1 1 . In one embodiment, the selection software includes commercially 
available software adapted to select tailored offerings. One suitable software package 

30 includes SQL Server 2005 as provided by Microsoft, Inc. of Redmond, WA, and 
adapted to select tailored offerings as described herein. The server 300 and its 
database 335 may thus store basic relational activity for gaming and non-gaming 
activities. In addition, the database could store dimensional models with fact and 
dimension tables similar to that of a data warehouse. 



33 



WO 2008/067212 



PCT/US2007/085117 



[00147] Selection may also include human input. In one embodiment, server 300 
also stores dynamic data that is compiled and delivered to key casino management for 
real-time decisions. One example of this is proximity tracking at a targeted location in 
a casino where a small population of patrons is located. With the real-time wireless 
5 people tracking described above, a casino manager could make real-time decisions of 
what games should be displayed in that location based on the demographic make-up 
of the population. 

[00148] Server 300 and its database 335 may also be used to determine advanced 
profiles of what a patron is worth to a casino, e.g., based on demographic profile(s). In 

10 this example the database could be a repository that collected data from external and 
internal sources that allow a casino to reasonably predict how valuable a patron will 
be. In this case, server 300 includes a management program which updates a 
theoretical win profile for the respective customer as a function of estimated winnings 
from the betting activity of the customer at the casino establishment over a time 

15 period. 

[00149] Server 300 may also collect and store real-time knowledge of where 
patrons are going and how long they are spending at a given location. This may be 
used to map traffic patterns over time, which allows a casino to optimize their 
entertainment offerings based on traffic patterns - and to direct patrons to where the 
20 casino wants patrons to go so as to increase earnings. Knowledge of who patrons are 
at any given time permits a casino to maximize play by having games on a floor that 
the current patrons are interested in. 

[00150] Tailored offerings as described herein also improve the provision of 
targeted bonuses and enterprise promotions. Targeted bonuses refer to awards that are 

25 selected using full identification or partial identification (e.g., using demographic 

information) for the person. One example is a promotion with tailored awards based 
on where a player lives. For instance, if the promotional winner is from Montana, then 
the award could be a four-wheel drive vehicle. On the other hand, if a player is from 
San Diego, the award may be a convertible sports car. Other examples could be stated 

30 based on any known demographic characteristics of a player, age, gender, etc. 
Enterprise promotions refer to awards provided by a casino or other gaming 
establishment. For a casino enterprise with properties geographically distributed 
nationally or internationally, one enterprise promotion example is a casino may base 
an award on known preferences or other demographic information. For instance, if the 
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winner of a promotion is known to like warm weather or outdoor activities, the 
enterprise promotion award could be a vacation to one of their enterprise's properties 
near a tropical beach. 

[00151] Targeted bonuses may be implemented at a property, regional or global 
5 level. Demographic and/or geographic awards may be awarded based on what a casino 
knows about a particular patron(s). In the case of global casino corporations, the 
casino may promote an offering at a property half way around the world if the 
behavioral or personal data for that a target person indicated that the patron wanted to 
visit that location. This tourism data could be based on historical behavior, 
10 internal/external predictors based on behavior data, internet browsing at the property, 
etc. 

[00152] In one embodiment, the server manages a reward system. One suitable 
reward system uses loyalty points to enumerate tailored offerings and value repeated 
patronage. 

15 [00153] Loyalty points refers to any type of points accrued for participating in 

designated activities at a gaming establishment. Designated activities include, but are 
not limited to, gaming activity such as playing gaming machines, card games such as 
blackjack, pai gow poker, baccarat and poker, betting on public event outcomes, table 
games such as roulette, craps, keno and lotteries, etc. Other patronage activities at 

20 gaming establishments may accrue loyalty points. In one sense, loyalty points 

represent a form of credit accrued for patronage. The points can be stored on a ticket 
and redeemed for a variety of goods or services (or translated to other forms of credit) 
within a gaming establishment or affiliated establishment. Player tracking points are a 
typical example of "loyalty points." 

25 [00154] FIG. 6 is a block diagram of a server 300 connected to a gaming machine 
2, kiosk 305 and room access 313 in accordance with another embodiment of the 
present invention. Server 300 is well suited to offer tailored offerings, loyalty point 
programs and manage preference accounts, for example. 

[00155] A player may begin a game play session on the gaming machine 2 by 
30 entering identification information into the gaming machine 2 using an input interface 
of some type. The input interface may be a card reader 320, a video touch screen 318, 
selection inputs 326, a key pad, button pad, a mouse, a track ball, a touch pad, a joy 
stick, a wireless interface, a biometric input device and combinations thereof. The 
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biometric input device may be one of but is not limited to a finger print reader, a 
retina scanner, a camera and a microphone. 

[00156] Server 300 receives data from the entertainment resources shown in Figure 
6 to track each transaction to form a player spending profile (for each person and/or 
5 cumulatively for a demographic group). 

[00157] Server 300 allows a patron to loyalty redeem points at any touch point in a 
casino enterprise based on a set of parameters established by the casino, set by the 
preferences of the patron, or set automatically by the system based upon the program 
of the day. 

10 [00158] The retrieval of tailored offerings (such as recommended games) and 
preference account information by gaming machine 2 may be influenced by one or 
more player inputs. The player inputs may be received by the gaming machine 2 using 
one or more input devices including but not limited to a video touch screen 318, a 
button panel 326, a track ball, a mouse, a microphone, a card reader, a joy stick, a 

15 touch pad, a wireless interface, a key pad and combinations thereof. For example, in 
some embodiments, the gaming machine may ask the player for a confirmation input 
before the gaming machine reconfigures itself according to preference account 
information stored in the player's preference account. 

[00159] In other embodiments, the gaming machine 2 automatically reconfigures 
20 itself, using the configuration manager 355, according to recommended games and 

preference account information stored for the player without the confirmation input by 
the player. In another example, the player may request to view or modify personal 
account information such as their set(s) of recommended games and other tailored 
offerings. In this case, the gaming machine retrieves the personal account information 
25 from the source where it is located and displays the requested information using an 
interface such as 325. The interface may be displayed on a primary display such as 
318 integrated into the main cabinet of the gaming machine 2 or a secondary display, 
such as 322, in a top box 319 mounted on top of the gaming machine 2. 
[00160] Gaming machine 2 also includes a processing and communication system 
30 that includes processor 340, communication interface 342, and memory 344. 

[00161] In one embodiment, processor 340 represents the main processor or a 
component control processor for gaming machine 2. When acting under the control of 
appropriate software or firmware, processor (or CPU, or logic device) 340 implements 
game play and tailored offerings functions as described herein. CPU 340 may include 
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one or more processors such as a processor from the Motorola family of 
microprocessors or the MIPS family of microprocessors. In an alternative 
embodiment, processor 340 is specially designed hardware for controlling the 
operations of a gaming machine. In one embodiment, one of memories 344 (such as 
5 non-volatile RAM and/or ROM) also forms part of CPU 340. However, there are 
many different ways in which memory could be coupled to the processing system. 
[00162] Communication interfaces 342 control the sending and receiving of data to 
and from gaming machine 2. Suitable hardware interfaces and their respective 
protocols may include USB interfaces, Ethernet interfaces, cable interfaces, wireless 

10 interfaces, dial up interfaces, and the like. 

[00163] Memory 344 stores instructions and software for implementing methods 
and techniques as described herein, and may include any suitable memory source. 
Such memory components are available from a wide variety of vendors. Because such 
information and program instructions may be employed to implement the 

15 systems/methods described herein, the present invention relates to machine-readable 
media that include program instructions, state information, etc. for performing various 
operations described herein. Examples of machine-readable media include, but are not 
limited to, magnetic media such as hard disks, floppy disks, and magnetic tape; optical 
media such as CD-ROM disks; magneto-optical media such as floptical disks; and 

20 hardware devices that are specially configured to store and perform program 

instructions, such as read-only memory devices (ROM) and random access memory 
(RAM). The invention may also be embodied in a carrier wave traveling over an 
appropriate medium such as airwaves, optical lines, electric lines, etc. Examples of 
program instructions include both machine code, such as produced by a compiler, and 

25 files containing higher- level code that may be executed by the computer using an 
interpreter. 

[00164] When the gaming machine 2 retrieves tailored offerings and preference 
account information from server 300, a master gaming controller (such as processor 
340) that controls one or more games played on the gaming machine 2 sends a request 
30 to the remote server 300 using a communication interface within the gaming machine 
(not shown) connected to local area network 308. The request for tailored offerings 
and preference account information may be encapsulated in one or more messages of 
some type. The gaming machine 2 may also send messages to server 300 that include 
preference account information to be stored in server 300or include commands for 
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server 300 to execute. For instance, a player may request one or more modifications 
be made to their personal account information to be stored to server 300. 
[00165] Server 300 may receive the one or more messages via a communication 
interface 303 connected through a firewall 301. The messages may be received from a 
5 gaming machine, such as 2, a kiosk, such as 305 or a room access interface, such as 
313. A logic device 302 within server 300 is designed or configured to execute one or 
more software applications that select games based on the receipt of personal game 
selection information. In addition, the logic device may designed or configured to 
execute software applications that allows preference account information stored in a 

10 plurality of different preference accounts to be modified from an external device such 
as a gaming machine 2, kiosk 305 or room access interface 314. A memory 309 stores 
one or more of: a list of available games (e.g., to a casino where gaming machine 2 is 
located), recommended game selection software, personal game selection information 
for one or more people, etc. Memory 309 may include a hard drive or some other 

15 appropriate storage medium. Communication interface 303 connects to one or more 
local area networks, such as 308 or 325, and a wide area network 352 such as the 
Internet. In some embodiments, the preference account interfaces generated by server 
300 may be accessed via a web browser. 

[00166] Some information stored on server 300 may be accessed and modified via 
20 kiosk 305 and room access interface 313. For kiosk 305, a player may view and 

modify recommended games and preference account information stored on server 300 
using a touch screen 312, selection inputs 327 and a card reader 315. 
[00167] In one embodiment, the patron tracking is used in conjunction with a 
loyalty point program or other frequent patronage reward system. Loyalty point 
25 sessions are sessions during which a person is performing the designated activity and 
during which loyalty points accrue. Examples of events that trigger accrual of loyalty 
points include a player beginning to play a particular gaming machine, a player 
providing cash or indicia of credit to a gaming machine, a user actuating a mechanism 
allowing anonymous gaming activity, etc. 
30 [00168] A casino may award loyalty points to patrons as desired. For example, 

point accumulation may occur faster in a casino than in retail stores around the casino. 
Or the accumulation of points may occur faster in a hotel then at the casino. In any 
case, server 300 provides a model with parameters to establish a plurality of point 
accumulation programs across the enterprise. In one embodiment, point accumulation 
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is modeled using a weighted algorithm for all inputs and each loyalty point parameter 
is fit with a weight that may be adjusted by a casino operator over time. 
[00169] In a specific embodiment, the model allows server 300 to flexibly and 
automatically change point accumulation parameters based on one or more criteria. 
5 For example, weights for each of the criteria may be altered to vary their respective 
effects in determining selected offerings. Such criteria may include varying weights 
during: holidays, time of year, time of day, spend rate, patron tiers or target spend 
parameters, for example. 

[00170] The loyalty point weights may also be adapted for promotional events. In a 
10 specific embodiment, the server 300 and loyalty point weighted algorithm enables a 
casino operator to establish an event from a single user terminal connected to the 
server, such as kiosk 205 or room access 214. Server 300 then ripples such interaction 
through all the applicable disparate systems, enabling the key parameters to affect the 
operation of point collection through the entire system and each gaming device in the 
15 system. For example, a 2-night stay at a hotel/casino may be converted by a casino 
operator to loyalty point bonus options for a patron as a selection of casino gaming 
redemption possibilities - such as a $10 promotional voucher, $15 in extra bonus 
credit that can be played on slots in the casino, or a 2 for 1 bet voucher on any table 
game. 

20 [00171] The system may also improve patron communication. This may occur 

through direct mail or by enabling an internet connection, for example. The patron is 
then informed of what they can use their points for, current point balances across each 
venue within the casino enterprise when the enterprise owns multiple sites, and any 
special promotions based on redemptions occurring at a special time, place or amount. 

25 [00172] The present invention contemplates many services and benefits - both 
existing and new - that are enabled by the present invention. Some services and 
tailored offerings are provided to individual players as described above with respect to 
Figure 1 . Other uses of data collection described herein benefit a casino on a macro 
level, and will be described in further detail with respect to Figure 8. Additional 

30 suitable tailored offerings provided to individual players will now be provided. 

[00173] Services and incentive awards may include any prize, item or services 
items offered by a casino or gaming establishment that have monetary value or 
otherwise attract patrons to the gaming establishment. Such incentives may include 
meals and food service, rooms and room service, entertainment shows, promotional 
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game play, or concerts and events at which tickets, vouchers or the like that may be 
issued and redeemed or used at selected events. Other incentive awards are suitable 
for use herein. 

[00174] New services enabled by the present invention include authentication of 
5 wireless devices, which may be dropped, lost, stolen, or otherwise in the hands of an 
unintended person. Security and validation that a patron playing the mobile gaming 
device is of age is a concern to many casinos. One service enabled by the present 
invention is to require biometric identification (thumb or finger print) to activate a 
mobile gaming device. If the biometric pattern does not match the expected pattern 

10 stored in a database for server 15, the mobile gaming device cannot be activated. 

[00175] The tracking described herein also permits improved service for mobile 
gaming devices 312. If a mobile gaming device locks up or breaks, casino personnel 
may bring a player a new unit. The server 15 would transfer the biometric info and 
credits to the new unit; the casino personnel hands the new unit to the player; and the 

15 device is activated and the casino personnel would take the old unit. 

[00176] Another service provided by the tailored offerings described herein is 
on/off provision of games. For example, wireless tracking of mobile gaming devices 
312 may be used to disable a device when in an area that would violate gaming 
regulations. 

20 [00177] Another service enabled by techniques described herein includes mobile 

gaming device 312 security and management. If a patron attempted to remove a device 
from a casino, then an alert or alarm may be activated. 

[00178] Arcade type games may be offered to patrons on mobile gaming devices 
312. This is useful in jurisdictions where loss limits apply. When a casino gaming 
25 patron reaches his/her loss limit, the device 312 or gaming machine 2 may still be 

used to play arcade type games. These games may be charged to the patron based on 
time played. 

[00179] The increase in knowledge of patron location and behavior allows a casino 
to utilize push marketing. Push marketing refers to advertising directly to patrons in a 
30 casino based on their identity - either full or partial. For example, marketing and 
advertising materials may be delivered to a mobile gaming device 312, a gaming 
machine 2, or a video screen 9 when the demographic make-up of a patron or group of 
patrons (e.g., five young men moving together) is a target for a particular product or 
offering. Again, this may be done in real-time. 
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[00180] Data collected by the systems and methods described herein also permits a 
casino to make better decisions on a macro level. Figure 9 shows a method of using 
data collected in a gaming establishment in accordance with a specific embodiment of 
the present invention. 

5 [00181] Method 400 begins and continuously proceeds with collecting data related 
to the behavior of multiple people in a gaming establishment (104). Several 
techniques suitable for identifying and tracking a person and their behavior in a casino 
were described above. Method 400 then collects data for entertainment resources for 
the gaming establishment (106 and Figure 4). 

10 [00182] Data collection may repeat over time (402) and thus accumulate more data. 
The data may be stored (404) in a central server and catalogued as desired. For 
example, data for each person may be marked according to any meta-data included in 
the incoming data, such as: the person and/or demographic, the activities the person 
did, locations, time, etc. The central server and its unified database may then activity 

15 for gaming and non-gaming activities. 

[00183] The data is then used, as appropriate, to alter the layout or performance of 
a gaming establishment on a macro-level (406). In one embodiment, the stored traffic 
patterns for hundreds or thousands of patrons permit a casino operator to reconfigure a 
floor plan and move gaming machines, card tables and other entertainment resources 

20 to better match the traffic patterns and thereby improve revenues. 

[00184] In a specific embodiment, the casino operator dynamically configures all or 
part of a casino floor to a theme targeted at a predetermined population of patrons, 
such as that determined by demographic labeling of the group. The configuration of 
the gaming machines and other entertainment resources may be controlled with a 

25 predetermined theme or alternatively the patrons may activate their favorite theme 
interactively at a gaming machine. The predetermined theme may be selected 
according to patron characteristics including, for example, nationality, ethnic origin, 
gender, racial identity, geographic origin, favorite hobby, political association, sexual 
orientation, preferred sport, musical idol or genre, age and/or faith of the patrons of 

30 the plurality of gaming machines. The casino may also include video cameras and 
microphones, at locations monitoring a group of gaming machines or fitted on each 
gaming machines, and recognition software for recognizing patrons' characteristics 
such as age group, clothing style, hair color, isolated person or a party of persons, 
language spoken, and ethnic origin in order to collect information for such 
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configurations in the future and thus allow a casino operator to dynamically adapt the 
entertainment resources' theme accordingly. 

[00185] In another embodiment, the data is used with a dimensional model that 
maps traffic patterns for efficiency and mass person modeling purposes. 
5 Reconfigurations can then be made to increase or decrease patron interaction as 
determined by the dimensional model and as desired by a casino operator. 
[00186] Casinos and other gaming establishments value their own expertise in 
patronage. Flexible use of the accumulated data permits a casino to control and tailor 
macro-level offerings to its patrons, to promote various games or improve service 

10 according to their own standards and values of customer patronage. In general, data 
collection as described herein allows a casino operator to controllably mine behavior 
data to improve service across the entire gaming establishment. 
[00187] This server may also store dynamic data that could be compiled and 
delivered to key casino management for decisions in real-time and on the macro-level, 

15 such as changing games in a part of a casino due to the presence of numerous 

members of a Science Fiction convention or other convention in the casino for a day 
or two. 

[00188] While this invention has been described in terms of several preferred 
embodiments, there are alterations, permutations, and equivalents that fall within the 
20 scope of this invention which have been omitted for brevity's sake. It is understood 
that the present invention need not include one or more heat transfer appendages. It is 
therefore intended that the scope of the invention should be determined with reference 
to the appended claims. 
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What is claimed is: 

1 . A method comprising: 

collecting data related to the behavior of multiple people in a gaming 
establishment; 

5 collecting data related to entertainment resources for the gaming 

establishment; 

at least partially identifying the person in the gaming establishment; 

selecting a tailored offering for the person, using: a) a model configured to 
select a tailored offering for a person, b) using the data related to the behavior of 
10 multiple people and c) the data for entertainment resources in the gaming 
establishment; and 

providing the tailored offering to the person in the gaming establishment. 

2. The method of claim 1 wherein collecting data related to the behavior of 
multiple people includes collecting data related to the behavior of multiple people at a 

15 non-gaming activity. 

3. The method of claim 1 wherein collecting data related to the behavior of 
multiple people includes collecting data related to the behavior of multiple people at a 
gaming machine in the gaming establishment. 

4. The method of claim 1 wherein collecting data related to the behavior of 
20 multiple people in the gaming establishment includes tracking the location of the 

multiple people in the gaming establishment. 

5. The method of claim 4 wherein tracking multiple people in the gaming 
establishment includes wirelessly tracking at least one person. 

6. The method of claim 1 wherein collecting data related to entertainment 
25 resources includes wirelessly tracking one or more gaming machines that are each 

configured to offer a game of chance. 

7. The method of claim 1 wherein the model is configured to use the data related 
to the behavior of multiple people in the gaming establishment to build a traffic 
pattern for multiple people in the gaming establishment. 

30 8. The method of claim 1 further including associating the data related to the 

behavior of multiple with a demographic category, and selecting the tailored offering 
for the person based on identification that the person is in the demographic category. 
9. The method of claim 1 wherein the tailored offering includes a game that is 
offered at a gaming machine that a person can see. 
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10. The method of claim 1 wherein the tailored offering is offered in the gaming 
establishment using a video display whose location is known to the model. 

11. The method of claim 10 wherein the tailored offering includes an 
advertisement. 

5 12. The method of claim 1 wherein the person is identified in real time, the 
tailored offering is selected by the model in real time, and the tailored offering is 
provided to the person in real time. 

13. The method of claim 1 further comprising receiving an instruction from a 
traffic controller before selecting the tailored offering for the person. 
10 14. The method of claim 13 wherein the instruction is a selection instruction. 

15. The method of claim 1 wherein at least partially identifying the person 
includes determining a demographic category for the person. 

16. A method comprising: 

collecting data related to the behavior of multiple people in a gaming 
15 establishment; 

collecting data related to entertainment resources for the gaming 
establishment; 

providing a model that relates the behavior of the multiple people to the 
entertainment resources for the gaming establishment; and 
20 using the model with the data related to the behavior of multiple people and 

with the data for entertainment resources in the gaming establishment, determining a 
reconfiguration for the entertainment resources in the gaming establishment that 
increases interaction between people and the entertainment resources in the gaming 
establishment. 

25 17. The method of claim 16 wherein collecting data related to the behavior of 

multiple people includes collecting data related to the behavior of multiple people at a 
gaming machine in the gaming establishment. 

18. The method of claim 16 wherein collecting data related to the behavior of 
multiple people includes collecting data related to the behavior of multiple people at a 

30 service business. 

19. The method of claim 16 wherein collecting data related to the behavior of 
multiple people in the gaming establishment includes tracking the location of the 
multiple people in the gaming establishment. 
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20. The method of claim 19 wherein tracking multiple people in the gaming 
establishment includes wirelessly tracking at least one person. 

21. The method of claim 16 wherein collecting data related to entertainment 
resources includes wirelessly tracking one or more gaming machines that are each 

5 configured to offer a game of chance. 

22. The method of claim 16 wherein the model is configured to use the data 
related to the behavior of multiple people in the gaming establishment to build a 
traffic pattern for the multiple people in the gaming establishment. 

23. A computer readable medium including: 

10 instructions for collecting data related to the behavior of multiple people in a 

gaming establishment; 

instructions for collecting data related to entertainment resources for the 
gaming establishment; 

instructions for at least partially identifying the person in the gaming 
15 establishment; 

instructions for selecting a tailored offering for the person, using: a) a model 
configured to select a tailored offering for a person, b) using the data related to the 
behavior of multiple people and c) the data for entertainment resources in the gaming 
establishment; and 

20 instructions for providing the tailored offering to the person in the gaming 

establishment. 

24. The computer readable medium of claim 23 wherein collecting data related to 
entertainment resources includes wirelessly tracking one or more gaming machines 
that are each configured to offer a game of chance. 

25 25. The computer readable medium of claim 23 wherein the model is configured 
to use the data related to the behavior of multiple people in the gaming establishment 
to build a traffic pattern for the multiple people in the gaming establishment. 

26. The computer readable medium of claim 23 wherein the person is identified in 
real time, the tailored offering is selected by the model in real time, and the tailored 

30 offering is provided to the person in real time. 

27. The computer readable medium of claim 23 wherein at least partially 
identifying the person includes determining a demographic category for the person. 

28. A central processing system for use with a gaming establishment, the central 
processing system comprising: 
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a processor; 

a memory configured to store a) data related to the behavior of multiple people 
in a gaming establishment, b) data related to entertainment resources for the gaming 
establishment, and c) a model configured to select a tailored offering for a person, 
5 when the person is at least partially identified in the gaming establishment, using the 
model with the data related to the behavior of multiple people and with the data for 
entertainment resources in the gaming establishment; and 

a communications interface configured to communicate with multiple 
entertainment resources in the gaming establishment and to send the tailored offering 
10 to an entertainment resource near the person and in the gaming establishment. 

29. The central processing system of claim 28 wherein the processing system is in 
the gaming establishment. 

30. The central processing system of claim 28 wherein the data related to the 
behavior of multiple people includes data related to the behavior of multiple people at 

15 a service business. 

31. The central processing system of claim 28 wherein the memory further stores a 
traffic pattern for the multiple people in the gaming establishment. 

32. The central processing system of claim 28 wherein the multiple people are 
associated with a demographic category. 

20 33. The central processing system of claim 28 wherein the tailored offering 
includes a game that is offered at a gaming machine that a person is near. 
34. The central processing system of claim 28 wherein the tailored offering is 
offered in the gaming establishment using a video display whose location is stored by 
the memory. 

25 35. The central processing system of claim 34 wherein the tailored offering 
includes an advertisement. 
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